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7l nce upon a time, the Empire was locked in a merciless
| war against the Witch-King, who was the high priest of the
Father-of-all-Monsters. The Empire was victorious, but at the
cost of its unity and, in the end, its very existence. After an
era of imperial peace, the land was plunged into a dark age,
filled with fragmented domains, ceaseless quarrels, malevolent religions, ruin,
and sorrow. However, there was one imperial tradition that did not disappear.
From within their fortresses and strongholds, the Rangers tirelessly pursue their
mission of watching over the inhabitants of the former Empire, explore the wil-
derness, unite communities, fight monsters, and recover the Emperor’s treasures
so that one day, hope may be born anew. Now it’s your turn to
join the ranks of these brave Rangers! Oltree! *

*Oltree! The Rangers’ rallying cry

TENTS

Main game

board

o Incident Event Problem Chronicle  Assignment Building Profession Adversity Location Shield Provision
Side board cards cards cards cards cards tiles dice die die tokens tokens

Ranger cards Resource tokens Health Status Goal Success Adversity Prestige Defense Damaged
and their figurines 5 #, 5 Q, 5 J 5 @ etl0’ ) tokens tokens tokens markers marker marker marker markers
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Imp tokens Dragon figurine Special Building tile: TOMB
Servant tokens DRAGON FORTRESS tile Special Goal tiles
Portal tile Lover token REBEL VILLAGE tile
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In these rules, items are simply referred to by their type. For example “Draw 1
Incident” (instead of “Draw 1 Incident card”).

0 + Place the main game board in the center of the table.
0 + Set up the side board near the main game board.

0 + Shuffle the Problem and Incident decks and place them in their respective spaces
on the side board.

Q + Each player chooses a Ranger card and take a Health marker ('). They place this
marker on the first space at the top of the Health bar. Each player takes the figurine
that corresponds to their Ranger and places it in the Fortress. Each player also takes
1 Provision and places it next to their Ranger card.

Q + Place the Adversity marker on the first square of the Adversity track on the side board.
0 + Place the Prestige and Defense markers on space 3 of their respective tracks.
O + Place all the Building tiles, construction side up, next to the board.

0 + Keep the various resources, tokens, and dice within reach.

i CHOOSING s CHRONICLE . | _
(= INCIDENTS) f““
e it WE—

0 + Choose a Chronicle from those available and place it in its space, making sure that
the cards in the Chronicle are in the correct order (like a closed book, cover on top,
then Chapters, in increasing order).

4$> + Choose an Assignment (3 difficulty levels: easy, moderate, difficult). These Assign-
ments have three Goals that are separate from the Chronicle, which will make
victory easier if you complete them.

Qib + Take the two decks of Incidents listed on the chosen Assignment and shuffle them
together to form a deck. The three remaining decks will not be used for the game.

@ + Place 3 Incidents (at random) on each of the eight Incident spaces on the board
(Rumor side up).

@ + Place the remaining Incidents in their space on the side board.
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+RANGER CARD+  “\
. EHEALTH TOKEN |

_# PLAY wx FIRST GAME # _ )

Oltree offers you a special short Chronicle

i)

to introduce you to the game: “Olvem Joots”.

This Chronicle comes with 3 specific Assignments
for short Chronicles. .

We recommend that you use the Moderate Assignment “A NEW START”
for your first game.
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+PROBLEMS & EVENTS +

+PLACE 3 INCIDENTS +
oveaai INCIDENT SPACE +

+ DEFENSE & PRESTIGE +
MARKERS

+DICE +
(LOCATION, ADVERSITY

& PROFESSION)

! +BUILDING TILES + 1 )
v (CONSTRUCTION SIDE) | _

n this cooperative game, players are brave Rangers who assist he people of a
satrapy - an administrative province - that their hierarchy has put them in
charge of. They must rebuild a Fortress to ensure the safety and tranquility of
the inhabitants.

oy . ADDITIONAL SETUP
|' © = 2 &3 PLAYER GAMES

+ in a 3-player game, choose 1 Building from the 4 below,

+ in a 2-player game, choose 2 Buildings from the 4 below, Rangers are given an Assignment at the start of the game. These are the tasks that have been
assigned to them by their hierarchy. Completing them will be the best way to win the game.

This assignment would be easy to carry out if external events did not get in the Rangers’ way.
Asstory, called the Chronicle, will unfold throughout the game, adding new situations that the
Rangers will have to deal with.

Along the way, the Rangers will experience Incidents, short scenes in which they will be able to
win fame for themselves (or not). They will also have to assist the communities of the Satrapy
when Problems cause them danger, and they must face all kinds of unforeseen Events.

+ Place the chosen Building(s) on the Fortress’ Building spaces, Built side up. They If they can stay the course, while keeping the Fortress’ Prestige and Defense intact, they will

have already been built and the Rangers benefit from their effects from the very start reach the final chapter of the Chronicle and can end the tale. For a happy ending, they must
_ of the game. complete their Assignment to the best of their ability.
| —_ ——_— T T = _%]_‘. =T = = e e f
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i SR Each Region has a Community space and an Incident space.

|1 e ey ¢ THE COMMUNITIES + === S R

2l ach Region is home to a Community, the men and women who
A work and live out their lives in the Satrapy, come what may.

]

The game board represents the satrapy where the Rangers are stationed. It is divided into 9
zones: 8 Regions and 1 Fortress.

A\ >
-4 = + GAIN | RESOURCE.

+ GAIN | DEFENSE. The Rangers recruit men-at-arms to fortify the
garrison.

+ GAIN | PRESTIGE. The Rangers recruit individuals with special qualities:
emissaries, messengers, craftspeople.

+ EXCHANGE RESOURCES. The Ranger can trade any amount of
resources, one for one.

+ HEAL. The Ranger gets ALL of their Health back (the Health marker is
moved back to the top of the bar).

{ + THE FORTRESS 2

N

|22 be fortresses fell into disrepair after the collapse of the Empire. Rebuil-
[ § J%, ‘ ding them and restoring them to even a fraction of their former glory
B will make the Rangers proud.

The Fortress is the Rangers’ home base. It occupies the central part of the main board and
provides access to each of the 8 Regions of the satrapy.

The Fortress contains:

! be satrapy, like many of the lands of the former Empire, is home 0 + a Prestige track,
to a wide variety of landscapes, natural resources... and dangers! 0 ol b gt

O + a Storeroom,
Q + 12 Construction spaces,

The regions are numbered from 1 to 8. Each Region is adjacent to two other Regions (so the Q + 4 Tower spaces.
Regions on either side of each corner of the board are adjacent to each other, such as Regions
2 and 3). All Regions are adjacent to the Fortress.

J]
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The Fortress gives each Ranger one permanent Profession die from each of the 4
Professions: Craftsperson, Scholar, Soldier, Traveler. The 4 profession symbols are
displayed on the Fortress as a reminder. Therefore Rangers have - for the entire game
and regardless of their position - at least one die for each of their Profession tests.

+ PRESTIGE +

Prestige is a reflection of the Rangers’ work in the Satrapy: if they perform their duties
well, their Prestige will increase. If not, it will decrease.

IF THE PRESTIGE DROPS TO O0: the game is immediately over!

IF THE PRESTIGE EXCEEDS 8: the marker stays on the 8 space and the
Rangers gain 1 Treasure instead. This can happen at most once per round
(ignore any subsequent earnings).

+ DEFENSE +

Defense represents the quality of the Fortress’ fortifications, the skills of its garrison
and the overall security in the Satrapy.

IF THE DEFENSE DROPS TO O: the game is immediately over!

IF THE DEFENSE EXCEEDS 8: the marker stays on the 8 space and
the Rangers can remove 1 Incident from the Region of their choice. This
can happen at most once per round (ignore any subsequent earnings).

+ THE STOREROOM +
The center square of the Fortress is the Storeroom. This is where all the Resources earned by
the Rangers are stored. The Resources in the Storeroom are shared by all the Rangers. There
is no limit to the number of Resources that can be kept in the Storeroom.

+ CONSTRUCTION SPACES +

The Fortress also allows Rangers to build 2 number of Buildings in the 12 spaces outlined
there.

+ TOWER SPACES ¢+ =s==

Towers can be built in the 4 corners of the Fortress. Each Tower is tied with the two neighboring
Regions and makes them secure (see “Build a Tower”, pagel4).

In addition to a name and an illustration, each Ranger has a die from one of the 4 Professions,
an Ability and a Health bar.

+HEALTH BAR+
+FATIGUE THRESHOLD+
+PROFESSION DIE +

+ABILITY+

each Ranger has a Profession die from one of the 4 Professions: Soldier
(%), Craftsperson (ﬁ)7 Scholar (g) or Traveler (= +).

Each Ranger has an Ability. All of the Abilities are described on page 16.

A Ranger’s Health (§) represents their energy and ability to overcome the
obstacles that will stand in the way of their assignment. The Ranger’s Health has a maximum
value (4 or 5 depending on the Ranger), and a minimum value (0).

There is a Fatigue threshold on the Health bar. When a Ran-
ger’s Health marker drops to (or below) this threshold, they may no longer use their Ability.
The Ranger regains the use of their Ability as soon as the Health marker goes back above the
Fatigue threshold.

When the Health level is 0, it is not possible to go any lower. The Ranger may no longer use
the Effort sides of the Profession dice.




RESOURCES

== cbuilding a fortress and protecting the roads and villages throughout

I

the satrapy requires a lot of effort, as well as high-quality materials.

ey e e ey s p— i et o e o e e e e o n

There are 5 types of Resources in Oltree.

) g

+ By spending 2 Provisions, a Ranger can perform a Bonus Action (see “Bonus action”,
page 14).

A Ranger can only spend Provisions for themselves.
It is possible to spend a Provision to re-roll the dice, and then spend another Provision to re-roll
all or part of the same dice.

A Ranger cannot have more than 3 Provisions. If a Ranger earns more than that,
ignore the excess earning.

BUILDINGS

estoring the Fortress they are responsible for is one of the Rangers’
long-term assignments. Repairing the walls and constructing build-

STONE represents mine- FUR represents animal PLANT represents the ings will make life better for all of its occupanis.
ral resources (rocks, gems, resources (fur, skin, wool, plant-based resources
ore, efc.). etc.). (wood, plants, medicinal ey 4 = el e
herbs, etc.). g F
FIRE represents fuel TREASURE represents
resources (oil, coal, etc.). manufactured objects
(money, jewelry, etc.).

Resources are mainly used to construct Buildings and Towers, to resolve certain Problems or
to deal with specific situations in Incidents and Chronicles.

S + RESOURCES ARE SHARED + R
The Construction side shows the Resources Once built, a Building is placed on an
As soon as a Ranger gains a Resource, they immediately place it in the Storeroom. It is now needed to build the Building () as well empty space in the Fortress, Built side up.

available for any Ranger to use.
Once a Ranger loses or spends a Resource, they remove it from the Storeroom.

There is no limit to the number of Resources in the Storeroom, but the quantity of each
Resource is limited (10 for Treasure and 5 for each of the other Resources).

PROVISIONS

2\ ssignments take the Rangers on the road, sometimes for days and
nights at a time. Filling their bags well helps them to recover during
%\ their breaks.

sy o g e e S et o e o e e e e o amn

Unlike Resources, which are shared, Provisions are individual. Each player keeps
% their Provision tokens in front of them.

Provisions allow Rangers to do two things:

+ By spending 1 Provision, a Ranger can re-roll the Profession dice of their choice once during a
test (see “Profession test”, page 8). The new result must be taken into account.

as a description of the benefits it provides The benefits it provides are listed on the tile
©). ©).

Refer to page 16 for a detailed description of each Building and its benefits.

During the game, a Building can be damaged or destroyed. If not specifed, the Players decide
which Building is affected (including a Building that has already been damaged).

+ DAMAGED BUILDING: place the Damaged marker on it. The benefits
it provides are no longer applicable. It can be repaired (see “Repair a
building”, page 13). If a Building that has already been damaged is
damaged again, it is immediately destroyed.

+ DESTROYED BUILDING: a building that is destroyed is removed from the Fortress.
The benefits are obviously lost, but it can be rebuilt during the game (by paying the
full cost again).

Some Buildings increase Defense or Prestige upon construction. When one of these Buildings
is damaged or destroyed, the extra Prestige and Defense are lost. It can be gained back when
the Building is repaired or built again.
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eeping the people of the Satrapy safe is undoubtedly the Rangers’
most important job. To do this, they will need to build strong watch-
towers.

Towers work like Buildings, but they cannot be damaged or destroyed.

A Tower provides security for the
two Regions that are associated
with it (see “Securing a region”,

page 14).

| he life of the Rangers, like that of commoners, will certainly be more
} peaceful if unexpected events do not rain down at the worst possible
¥, | time...

There are 3 types of dice: the Profession dice, the Adversity die and the Location die.

{  « PROFESSION DICE ¢ }

The Profession Dice allow Rangers to perform their Profession tests to resolve
Incidents, Problems, and the chapters of the Chronicle.

4

L + LOCATION DIE < )

The Location die is used to select one of the 8 Regions at random. It can some-
times be used to resolve certain Incidents and Events.

{ " = ADVERSITY DIE + )

The Adversity die is rolled at the start of each player’s turn to move the game
forward. It causes the Adversity marker to move and determines which type of
card is played (Chronicle, Incident, Problem, Event).
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